This paper summarizes the progress made in the quest to establish a Cybersickness Dose Value (CSDV). The Motion Sickness Dose Value (MSDV), reported in the British Standard BS6841, has been used to predict the severity of seasickness since 1987. In 1999, the authors of this paper proposed a CSDV formulation with a structure similar to that of the MSDV (So, 1999) . Since then, several experiments and simulation studies have been conducted to modify and develop the proposed CSDV formula. In particular, progress has been made in (i) the methods to measure CSDV, (ii) the determination of a frequency weighting curve to equalize the non-linear relationship between the navigation velocity and levels of cybersickness, and (iii) the detailed formulation of CSDV. This paper summarizes the past progress and reports on the current effort in developing a CSDV.
INTRODUCTION
The causes of cybersickness (a type of motion sickness associated with the use of virtual reality (VR) systems, McCauley and Sharkey, 1992) have been the focus of many studies. Factors like duration of exposure (Regan, 1995) , display time delays and field-of-view (DiZio & Lackner, 1997) have been found to affect significantly the severity of cybersickness. Nonetheless, a formula has not been derived to predict the average severity of cybersickness associated with exposure to a VR simulation of known duration, display time delays, and on the factors associated with the visual stimuli in a VR simulation. In 1999, one of the authors of this paper proposed a Cybersickness Dose Value (CSDV) to predict the average severity of cybersickness associated with a particular VR simulation (So, 1999) . The proposed CSDV formula was based on the finding that cybersickness is a type of vection-induced motion sickness and visual scene movement is the main cause of the sickness (Hettinger and Riccio, 1992 
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cybersickness were not known.
PROGRESS IN MEASURING SPATIAL VELOCITY (SV)
The search for dominant axes The proposed SV metric has two components: (i) scene complexity perceived by the participants during the VR simulation and (ii) velocity of navigation during the VR exposure (So et a/., 2001) .
Measurement of the Scene Complexity Component
The scene complexity perceived by participants during a VR simulation is measured as the average spatial frequencies (SFs) in the horizontal, vertical, and radial axes (So et [SVdt and the severity of cybersickness. Subjects were asked to take the pre-exposure SSQ and then they were immersed in a VE for 20 or 30 minutes. During the exposure, nausea ratings were obtained verbally every five minutes. After the exposure, subjects were asked to complete a post-exposure SSQ. Both SSQ scores (Kennedy et a/., 1993) and nausea ratings (Golding and Kerguelen, 1982) were used to measure the severity levels of cybersickness. Due to the space limit, only the nausea rating data are discussed here. 
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Initial results showed that the severity of cybersickness 
